130-Day Limited Warranty 



RANKER BROTHERS warrants, subject to He conditions below. Hat If He 
components at His product prove detective because of improper work¬ 
manship or material during the period at 18Ci days from *he date of origi¬ 
nal purchase, BARKER BROTHERS wHI repair He product c# replace II with 
a now or repared unit, without charge, or will refund He purchase price 
GQNOnONS: 

1 Proof o* Purchase 1 he retail safes receipt Of other proof of purchase 
must be provided. 

2. Proper Delivery: The product must be shipped prepaid, or delivered to 
BARKERBROTHERS (address WO Bridge Street. Salem. MA Q1R7D, Attention 
Quality CdrittcH Dept ] for servicing, either In He original package or in 
□ simidr package providing an equal degree of protection. 

3 Ubautwrized Reoair, Abuse, etc The product must no? nave beer 
previously ottered, repaired or serviced by anyone other Han PARKER 
BROS HERS, the product must not hove been subjected to an accident, 
misuse or abuse 

REPAIRS AFTER EXPIRATION C*= WARRANTY 

If He product motfuncfions after He ISOday warranty period, you may 
ship the product prepaid and enclosed wtth a check or money order for 
Sfl.OO to Porker Brothers, Parker Brothers will a* it? option, subject to He 
candrtions ooove. repair the product or replace I*'with □ new or repairea 
unit, subject to ovoHooinlyof parts It replacement unite or required parte 
are not available. He $0,00 Daymen! will be refunded 
EXCEPT TO THE EXTENT FROHEBH ED BY APPLICABLE LAW Ail i MPLIED 'WAR 
RANTtS MADE BY BARKER BROTHERS IN CONNECTION WTTH THE PROOUCT. 
INCLUDING T HE WARRANTY OF MERCHANTABILITY, ARE LIMBIC; IN DURATION 
TO .A PERIOD' OF 160 DAYS FROM THE DATE OF ORIGINAL PURCHASE: AND 
NC WARRANTIES. WHETHER EXPRESSED OR IMPLIED, INCLUDING THE WAR¬ 
RANTY OF MERCHANTABILTV, SHALL APPLY TO THIS PRODUCT AFTER SAID 
PFRIOO. SHOULD THIS PRODUCT SROVE DEFECTIVE IN WQRKMANSHPAND 
MATTRLAL THE CONSUMERS SOLE REMEDY SHALL BE SUCH REFAfR. REPLACE¬ 
MENT OR REFUND AS tS HEREIN ABOVE EXPRESSLY PROVIDED. AND UNDER 
NO CIRCUMSTANCES SHA1 L PARKER BROTHERS BE UABLE FOR ANY LOSS 
OR DAMAGE DIRECT-OR CONSEQUENTIAL ARISING OUT OF THE USE OF. 

OR INABILITY TO U5F. THIS PRODUCT 

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPUfcD 
WARRANTY LASTS, OR THE EXCLUSIONS OR LIMITATIONS OF INODENlALOR 
CONSEQUENTIAL DAMAGES, SC-THE ABOVE LIMITATIONS OR EXCLUSION 
MAY NOT APPLY TOYOJ.THtS WARRANTY GIVES YOU SPEQFC LEGAL RtGH TS 
AND YOU MAY AiSO HAVE OTHER RS&HTS WHICH VARY FROM STATE TO STATE 
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PARKER BROTHERS 



CARTRIDGE FOR COMMODORE VIC-20 


Under License from Mylstor Electronics. Inc. 
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O bj&cl 


To score as many points os 
possible by changing the 
color of the cubes on the pvt 
amid from a starting color to 
a destination color 


Setting the Console Controls 


1 Place the cartridge firmly 
into the carriage slot on 'he 
bock of the unM 

2 Press the OMi'OFF swilcn 

to ON 

3. On the bottom of the 
screen you'll see "'-Player 
Game " Press F31o change to 
□ 2-plaver game 
4 Select the level you want to 
play by passing one of the 
buttons 1 through 9. If you skip 
this sieo you'll automatically 
start at Level 1. 

5. To begin play press FI 


The Joystick Controllers 



Fire 


Plug the joystick coni roller 
into the jack labelled 
''Control Port ,J 
Turn the joystick to the righl 
so that the four corners make 
a diamond shape with the 
fire button at the top 
The joystick moves in the four 
diagonal directions showr. 
These are Ihe directions in 
which Q*beh hops around 
the pyramid 


Playing 

You'll start the game with 
three G’berts. The first Q-bert 
will appear on the topmost 
cube when the game starts, 
Remaining O'berts are shown 
to the left of *he pyramid 
Try to nop Q*ber* onto every 
c ube so he changes the en 
tire pyramid 1o the destination 
color The aesti nation odor 
indicator is on 'he left of the 
screen 

Be careful not to hoc Q-bert 
off the sides or off the bottom 
of the pyramid, tf you do. he 
fans and you Jose that Q'bert 
When this happens, the next 
Q'bert will appear on the 
topmost cube. 
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Red Ball 
Q*ber1 


Coily 


Red Boll 

When Red Ball starts rolling, 
get Q-bert out of its path o* it 
will squash him 1 if this hap¬ 
pens, the next Q*bed will 
appear on the cube where 
the last one was squashed 
Purple Ball 


Roses the same kind of dan¬ 
ger as Rea Ball except that 
when Purple Ball reaches 
the bottom of the pyramid 
if hatches Coily the snake' 


Coily 

He’s the snake with the peril¬ 
ous pounce! The only way to 
gel rid of Coily ^o njre him 
off the pyramid by hooping 
a flying disc 


Hop Q’berf onto the exit 
cube. iThere is only one cor- 
rect exit cube for each flyng 
disc ] Then. as soon as Coily 
approaches Ihe exit cube, 
hop Q’berf aboard the 
flying disc 


d 


Ftylng Discs 

When Q*ber1's In trouble, he 
can ooard a thing disc that 
will whisk him off to safety at 
the top of tne pyramid. The 
n-umoer of discs and the«r 
placement to the sides of Ihe 
pyramid will differ, depending 
on the level ana round. 
jus t make sure G*bert boards 
the flying disc from the correct 
exit cube or else he'll fall off 
Ihe pyramid, 
ifgg 

Ugg appears on ~he lower 
portion of ihe pyramid and 
travels sideways and up 
wards, ready to jump on 
Q’bert It he does, the next 
Q’bert will appear on the 
cube whe^e the last one 
■was jumped. 

Slick 

Stick can't catch Q*bert. but 
he changes the cubes' colors 
so Q’bert s got to retrace his 
tracks. 1 Q’bert stops him, 
however (by running into him} 
you'll earn bonus points. 
Green Ball 

Green Ball cant catch Q-bert 
ether. But if Q’bert catches 
Green Ball all the characters 
except Q"bert freeze for a 
momenl, Q"bert can continue 
to hop, and you'll earn bonus 
points. 
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Bnd of Round 


1 he round eras when yoo 
complete the pyramid 
As lon-g as you have a G'bert 
remaining. □ new pyramid 
will appear with a new dest. 
nation color. 


Round Progression 

As you progress from round 
tc round. G-ben's speed, trie 
speed of the other charac¬ 
ters. and the frequency of "he 
other characters' appear¬ 
ances will increase 


£nd of Game 


T he game ends when you run 
out of Q’berts 

To play the some game level 
press She Fire Button or I-1 To 
choose a different game I eve 
press F3, then refer to SETTING 
THE CONSOLE CONTROLS 


Two-Player Games 


In the two-player game, play¬ 
ers alternate turns Your turn 
ends when, you lose a Q’bert 


Scorxrtg 

Q-bert cha n ges cubes to destination color . 25 points 

Q'bert changes cubes to intermediate color 15 points 

G*bert catches Sam. .points 

Q’bert catches Green Ball eSS* 30111 ? 

Q’bert lures Coily off pyramid ,,. ■ ■ ■_ ..... 500 points 


Extra points for unused ftying di scs ..50 points for each disc 

Bonus paints . ... 1000 points for completing the first round; 

amount increases 250 points far each successive round. 

up to 5000 points 

Bonus Q'berts.One for the first 8000 paints you score. 

thereafter, one every 14 r 000 points 





























